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Abstract 
There is always competition for curriculum time for pre-service teachers, especially in teaching methods courses. This study 
explored whether pre-service teachers are prepared to learn from each other online. It looked at 47 students taking a course 
entitled “Music Education Methods and Strategies”. Each was required to design a game as a form of pedagogy in music 
education and to upload it to a learning management system (LMS). They then had to read and comment on all submissions 
and vote for the best three games. After doing so, the students completed an online survey about their experiences. Thirty-nine 
valid questionnaires were submitted, giving a response rate of 83%. It is very encouraging to note that the students gave all 
questions a high rating (scoring them 3 or above on a 5-point Likert-type scale). The two top-rated items confirmed that the 
students felt responsible for their own learning and competent in using a LMS. This suggests that pre-service music teachers 
are ready for 21st-century education using information and communications technology to develop learner-centered activities. 
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1. Introduction 
According to Internet World Statistics, there were 2 billion Internet users worldwide as of 31 March, 2011. In 
December 2011, there were about 49 million users (about 69% of the population) in the Hong Kong Special 
Administrative Region  (hereafter, Hong Kong) [1]. There are various reasons for the increasing number of 
Internet users worldwide. Firstly, access is now generally affordable. Secondly, people not only use personal 
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computers (PCs) to connect to the Internet, but now can also access it using portable devices such as mobile 
phones and tablets, which are cheaper and lighter.  
The Hong Kong government recognized the value of Information and Communications Technology (ICT) 
early on, and suggested almost 15 years ago that it be used to enhance learning and teaching in schools [2]. The 
goal for the First Strategy on IT in Education was for all schools to be connected to the Internet via broadband 
and for all teachers to acquire at least a basic level of competency in the use of ICT in education. The Second 
(five-year) Strategy was entitled “Empowering Learning and Teaching with Information Technology” [3] and the 
Third was “Right Technology at the Right Time for the Right Task” [4]. Apart from promoting ICT in education, 
the Education Commission [5] also identified nine generic skills required to transform a teacher-centered 
approach into one that is more interactive and learner-centered [3, 4]. Cheung and Wong [6] evaluate the progress 
of curriculum reform in Hong Kong in the implementation phase from 2001-2006 and show that Hong Kong 
teachers who agreed with the reforms made changes to their learning and teaching strategies.  
Many people assume that members of the younger generation who have grown up with technology will 
automatically know how to integrate ICT with teaching. However, research suggests that many young teachers 
lack the experience and/or competence to integrate ICT into their pedagogy [7, 8, 9]. Teacher educators should 
therefore take a crucial role in integrating ICT into learning activities so that student teachers can become change 
agents in classroom teaching [10, 11, 12]. However, there are always time constraints on pre-service training 
courses, especially where teaching methods courses are concerned. This study therefore set out to investigate 
whether using the discussion forum on Blackboard, a learning management system (LMS), could help foster an 
understanding of learner-centered activities among pre-service music teachers. The following sections discuss the 
research setting and findings, before presenting the study conclusions. 
2. Methods 
2.1. Activity 
 
The study involved 47 second-year Bachelor of Education students. All had declared either a major or minor in 
Music Education and were taking a course entitled “Music Education Methods and Strategies.” As part of the 
course, the students were required to design a game as a form of pedagogy in music education. It was suggested 
to them that they use the library to find resources such as books about activity design. The students were asked to 
complete a form with details of the level of their pupils; the topic, music element, or focus; the name of the game; 
and the contents of the game. The completed form was then given to the lecturer. 
The students were then given three weeks to design and upload their game to the discussion forum of the LMS 
to share with their classmates (Fig. 1). The tutor compiled all the games into one collection. Each student then 
downloaded and read his/her classmates’ work, then voted for the best three activities. They were asked to 
explain why they had voted as they had (Fig. 2) and to upload their comments (Fig. 3) to the discussion forum 
during the last lesson. They were also asked to give suggestions for improvement of the games. 
 
 
Fig. 1. Music games sharing forum 
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Fig. 2. Comments from a student 
 
 
Fig. 3. Students’ votes 
2.2. Questionnaire 
 
After the students had completed all the activities, they were asked to fill in an online questionnaire related to the 
use of ICT in developing their learner-centeredness. The survey contained a total of 29 questions, each scored 
using a 5-point Likert-type scale ranging from 1 (strongly disagree) to 5 (strongly agree). 
3. Findings 
3.1. Results of the Activity 
 
All the students cast their votes, giving a total of 138. The number of votes received by individual games 
ranged from 0 to 18 with an average of 3.07. The winner was No. 44 which received 18 votes. Game No. 44 
suggested using two common children’s games, Big Wind Blows and Sticky Beans, to help Primary 6 students to 
distinguish musical rhythms and create rhythm sentences. In the first part of the game, the teacher distributes 
rhythm cards, such as, , ♫, , to students at random. All pupils then sit in a circle without any empty spaces. 
The teacher starts off as the “ghost” standing in the middle of the circle and beats out the rhythm sentence. The 
pupils follow the teacher’s beat and quickly exchange seat positions with those who have the same rhythm cards. 
The pupil who is too slow to grab an empty seat becomes the ghost for the next round. The game of Sticky Beans 
involves rhythm creation. Pupils spread out around the classroom and show their rhythm card while moving 
around. The teacher then calls out a time signature and the number of bars. Following the teacher’s beat, the 
pupils group the right rhythm cards together so as to create appropriate rhythm sentences, and then perform them 
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by clapping their hands, using limb or language rhythms, and so on. The aim is to perform the rhythm sentences 
in a creative and lively way. Their classmates ultimately determine whether or not the sentence is correct. 
Students in general thought that No. 44 was an exciting and interesting game. It was clear that they had read 
their colleague’s work carefully and made appropriate suggestions for improvement. Some of the comments were 
as follows: 
Student 1: It is an interesting game and I think that students will enjoy it very much. Also it can train their 
rhythm. But in this game, the teacher needs to control the discipline of the students. When they need to find 
partners (step 3), the discipline may not be controlled. 
Student 2: No. 44 is interesting. It can get all the students focus on the lesson. It trains listening skills and the 
skill of clapping rhythms accurately. 
Student 3: Game No. 44 is also exciting for students to play. It can train their listening to rhythm and the 
application of the rhythm but it needs a larger space to play, and may create some discipline problems. 
 
3.2. Questionnaire Findings 
 
A total of 39 valid surveys were returned, giving a response rate of 83%. It was very encouraging to note that 
students generally agreed with all the questions asked by rating them 3 or above on the 5-point scale (Table 1). 
The five top-rated items were; I am responsible for my own learning (Q 2); I am competent in using a LMS (Q 4); 
I can participate in activities in Web 2.0 environments (Q 5); I am willing to elaborate on my views online (Q 20); 
and I can give opposing opinions online (Q 25). Indeed, both Q5 and Q20 had the same mean score (3.90). 
Students also acknowledged the lecturer’s efforts by agreeing that the educators had provided sufficient resources 
(Q 10) and useful guidance (Q 16) to help them learn online. Even if they had encountered any difficulties when 
participating in these ICT activities, the students indicated they knew how to get help (Q 12). The ratings assigned 
to these items suggest that these students were very competent and comfortable in using ICT for participating in 
online activities. 
Apart from a preference for face-to-face lectures (Q 1), students were more willing to express their opinions 
using Web 2.0 platforms (Q 21) and to share their knowledge with participants online (Q 8) since it was easier to 
express ideas when using ICT (Q 7) and the online learning environment was more convenient for 
communication (Q 22). 
Although the students were very receptive to these activities, they were ambivalent about doing some things 
online rather than face-to-face. The five lowest-rated questions were; I prefer seeking help online to face-to-face 
consultation (Q 14); online discussions foster high-level cognition compared to face-to-face discussions (Q 24); 
participating in online activities can enhance my self-management skills (Q 13); I am self-directed when 
participating in online activities (Q 17); and I am more willing to share my knowledge with participants online 
than via face-to-face interaction (Q 8). However, all the items on the questionnaire received consistently positive 
ratings. It is clear that ICT has a critical role in fostering student-centered learning (Q 3). 
Table 1. Item ratings of the survey in descending order 
Question Mean S.D. 
Q2. I am responsible for my own learning. 4.21 0.57 
Q4. I am competent in using a LMS (such as Blackboard or Moodle). 4.05 0.72 
Q5. I am competent in participating in activities in Web 2.0 environments (such as blogs, Wiki, and 
Facebook). 
3.90 0.79 
Q20. I elaborate my views online when appropriate. 3.90 0.64 
Q25. I am willing to give opposing opinions online. 3.82 0.60 
Q10. The educators/facilitators provided sufficient resources to help me learn online. 3.77 0.63 
Q3. ICT is critical for fostering student-centered learning. 3.74 0.75 
Q6. Participating in online activities allows equitable roles among participants (students and 
teachers, and so on.) 
3.74 0.85 
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Q26. I actively give constructive ideas about peers’ opinions. 3.74 0.75 
Q27. Using ICT resources to learn enables me to create/select ICT resources to support teaching 
and learning in schools/workplace. 
3.72 0.69 
Q29. I participate in online activities so that I am socially connected to my learning peers. 3.72 0.76 
Q28. The online activities gave me knowledge and skills in applying similar activities in 
schools/workplace. 
3.67 0.66 
Q15. Peer online interaction can foster my reflective capacities. 3.64 0.71 
Q23. Online interaction makes it possible to exchange instant feedback. 3.64 0.81 
Q11. Online dialogue exchanges encourage me to reflect on different issues. 3.59 0.72 
Q19. The online environment enhances peer interaction around real-life problems. 3.59 0.82 
Q9. Online technology allows me to explore and generate new ideas. 3.56 0.75 
Q16. Educators provided useful guidance on online activities. 3.54 0.72 
Q21. I am more willing to express my opinions using the Web 2.0 features (such as rating, 
Facebook Likes, and comments on youtube.com) than non-Web 2.0 environments (such as the 
discussion forum of Blackboard). 
3.51 0.88 
Q7. It is easier to express my ideas when using ICT than in a paper-based format. 3.49 0.85 
Q12. I know how to get help if I encounter any difficulties when participating in ICT activities. 3.49 0.94 
Q18. Participating in ICT activities as a facilitator/creator enables me to deepen my knowledge 
base. 
3.46 0.68 
Q22. The online learning environment provides me with a more convenient way to communicate 
than a face-to-face environment. 
3.44 0.82 
Q1. I prefer face-to-face lectures to participating in online activities. 3.41 0.99 
Q8. I am more willing to share my knowledge with participants online than via face-to-face 
interaction. 
3.39 0.94 
Q17. I am self-directed when participating in online activities. 3.39 0.81 
Q13. Participating in online activities can enhance my self-management skills. 3.23 0.96 
Q24. The online discussions fostered high-level cognition when compared to face-to-face 
discussions. 
3.23 0.90 
Q14. I prefer seeking help online to face-to-face consultation. 3.10 0.88 
4. Conclusions 
This article has described an online activity for a class of student music teachers. They spent time outside class 
to learn how to design a musical game for primary school pupils. They were active and serious about participating 
in the activity by casting votes for their preferred games and supporting their decisions with appropriate 
comments. After they had completed the task, they were asked to complete an online survey related to student-
centered learning. The results indicate that they were comfortable and competent in using ICT, whilst also 
acknowledging the lecturer’s efforts and guidance. It is hoped that these pre-service teachers will be able to 
transfer this positive experience to schools and move away from a teacher-centered approach to promote more 
interactive and learner-centered learning [3, 4] using ICT as a medium. 
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